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Thou^’they hav? never been shown on any map, there was 
once a small sroup of islands in the middle of the ocean. With 
maritime provinces in the north and smaller islands in the 
south, the islands were home to peaceful people who lived 
in tranquility for many, many years. At some time (no one 
knows exactly when) a group of Evil Pigs appeared and dis¬ 
rupted the islands with their powerful, twisted magic. Flowers 
withered and birds disappeared, while strange plants and ani¬ 
mals took their place. Underlings of the Evil Pigs, called Koma 
Pigs, played mischievous pranks on the helpless inhabitants of the islands. 

A young boy named Tomba was born on one of the islands ruled by the Evil Pigs. 
Raised by his grandfather, the curious, energetic Tomba played and hunted in the 
wilderness. When his grandfather passed away, Tomba took great care to protect his 
grandfather's grave and never removed the gold bracelet his grandfather gave to him. 

One day, Tomba’s cherished bracelet was stolen by a Koma Pig. Thus begins 
Tomba’s adventure...and yours. 

As Tomba sets out into this strange land he will encounter many things that he does 
not understand. Through his adventures Tomba will grow, gaining experience and 
new skills. And perhaps he will capture the Evil Pigs, restoring the natural beauty of 
these unknown islands. 
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Guide Tomba to explore the mysterious islands, discover and complete numerous 
exciting events and rid the islands of the dreaded Evil Pigs. The events, which ■ 
demand both skill and thought, range from easy to difficult, and there are many ■*“ 
varieties. Clearing certain events will allow Tomba to proceed further and will 
reveal the Evil Pigs’vile plans. See page 22, Clearing Events. 

Tomba’s bissest challenge will be to find the Evil Pigs. There are supposed to 
be seven Evil Pigs on the islands, each with a different type of formidable magic. .— 
It will; ncift be easy to oppose their power, but legend has it that there are Evil 
Pig Bags Wddei’throughout the islands that can be used to capture and “seal away” 

the EviliPjgsi^T.y.^sTr;"-.,^ 

The Evil Pigs know about these Evil Pig Bags, and have made it difficult for them 
to be found. In the.areas where there is a strong possibility that an Evil Pig Bag may,.^ 
be hidden, the Evil Pigs have cast powerful spells that changed the surrounding 
environment disguising the area where the Evil Pig Bags are hidden. 

It is up to you, Tomba. Recover your Grandfather’s bracelet, seal away the Evil Pigs 
to end their tyrannical rule, and restore the islands back to their natural beauty. 

Afi. 







Insert the “Tombaf disc into the PlayStation® game con- 

sole and turn the power on. After the logos are displayed, a 

movie depicts how Tomba’s adventure begins, '/ou may choose to watch the 

entire movie or switch to the Title Screen by pressing the Start Button at any time. 

Title Screen 

At the Title Screen you can select to start a new game, H|pkv^piqpi^''s 
continue a saved game, or adjust the game options. Use 
the ^ and ^ Directional Buttons to select an item 
and press the ® Button to confirm. 

New Game Select "New Game’’wheri: you are playing .ay (p®* 
for the first time or if you wish to start a new game,; ' ' 

Load Game '/ou may continue to play your previously saved game if you have a 
Memory Card with Tombal game date saved on it by selecting "Load Game." 
See page 8, Saving and Loading your game. 

Options By selecting "Options’’ from the Title Screen, you can set 
various options for playing Tomba!. Return to the Title Screen by 
pressing the © Button. 






you can change various: 

"to your game playing style. Use^p^ af'^ 
ris to select an option and prea^e (E) liJBm' 
jtion. Press the ® Button to return t^he Title Sc^lfTtr 


At the options 
customiie Tomt 
Directioi%l Bi 
change thl 


Fast Auto Slow \ 

[e optionjadjaserth^jpeed at which th®.. 
i dispW^ on screen. The default option is 
►^me messages are beifS displayed too 
^'Slow“ setting. The "Auto'^tting changes 
^that it is not necessary to pjess the ® But- 
the game messages As soon as tfie 
Ijp iS displayed, the gjine^ill airfomatically 
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AcQustScretn 

Select "Adjust Screen" ,to c^Ter the game screen on 
your television. After seating adjust scfeen, use the 
Oirectionat Buttons to adjust the screerijdnd press the 
(8) Button to accept ^ changes and exit, or press the 
© Button to cahcel changes and exit. 


Config AAenu 

Select "Config'Menu” to change the button assignments 
of the controller. On the "Corifig Menu" screen, press the 
® Button to change the button assignment pattern. You 
can select from pattern A, B, C, D, E or the Default pattern. 
Press thfe ® Button to ©tit the "Config Menu” screen. 









Savins and Loading your game! 

Tomba! requires a Memory Card (sold separately) to save and load your game 
progress. Please make sure that a Memory Card is inserted into either Slot 1 or Slot 2 
of the PlayStation game console when you are either loading or saving your Tomba! 
game data. 

Loading a saved game. 

In Tombal, you can Load a saved game at the Title Screen by selecting Load Game 
or during the game by selecting “Load Game" from the Pause Menu. 


After selecting “Load Game", you will be presented with the Load Screen. At the 
Load Screen, you must first select which slot contains the Memory Card that you 
would like to load your Tomba! saved data from, "Slot 1" or "Slot 2”. Next, selea 
the block you wish to load using the ^ and 4 Directional Buttons. Press the 
® Button to load the selected saved data or the © Button to cancel. You must 
select "Yes" and press the ® Button one more time to confirm that you would like 



Saving your progress. 

During the game, you can read signs in the world by pressing 
the T Directional Button and the © Button in front of the sign. 
If it is a sign containing the area name (i.e. The Village of All 
Beginnings), the message “Save DATA?” is displayed. Press the 
g) Button to save your game data and progress or press the 
© Button to cancel. 



If you select to save your progress, the Save Screen will be displayed. First select 
which slot contains the Memory Card that you would like to save your Tomba! data 
to, “Slot 1” or “Slot 2". Tomba! requires 1 block of free memory in order to save 
game data. Next, select the block you wish to save your game data to using the ^ 
and ^ Directional Buttons. You can 
overwrite old Tomba! saved data or 
select "New block" to create new 
Tomba! saved data. Press the ® Button 
to save to the selected block or the © 

Button to cancel. You must select "Yes” 
and press the ® Button one more time 
to confirm that you would like to save 
to the selected Memory Card block. 



Caution: When overwriting, the original 
data will be completely erased. 
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Action Screens 

Town Screens 

Item Screens 

Left & Right 
Directional Buttons 

Move lefts right 

Move lefts right 

Move cursor 

Up & Down ^ ^ 
Directional Buttons 

Face forward 
& face back 

Move up S down 

Move cursor 

® Button 

Jump 

Not used 

Accept 

O Button 

Use weapon 

Not used 

Cancel 

@ Button 

Access Item Screen 

Not used 

Not used 

© Button 

Read signs Stalk 

increase speed <S talk 

Not used 

L1 Button 

Change viewing 
an^upSdown 

Not used 

Not used 

R1 Button 

&m^vmimg 

an^t^iSdown 

Not used 

Not used 

Start Button 

Pause/ 

Display pause menu 

Pause/ 

Display pause menu 

Pause/ 

Display pause menu 

^ Select 

r' Button 

Pause/Dispiay 
game menu 

Pause/Display 
game menu 

Pause/Display 

^menwnu 


Dual Shock Analog Controller 

You can turn on and off theVibration Junction of the Dual Shock 
Analos Controller on the Options Screen. See Page 6 for 
Options Screen. 



. 

















Tomba starts the game with the ability to perform all of the actions listed below. 
There are many other actions that must be discovered during Tomba's journey. 



Action Controls 

Walk 

Hold down the Directional Buttons ( 4 - -> ) to 
and move Tomba in the desired direction. 


) to gradually accelerate 




Attack with weapon 

Hold the Directional Buttons In the direction that you wish to attack 
and press the ® Button. In addition, hold down the @ Button to 
store attacking power. When Tomba begins swinging the weapon 
faster, release the button for a powerful hit. 

Jump and bite 

Press the iS* Button to have Tomba jump, Tomba will automatically 
bite an enemy if he lands on one. 

BHe and throw 

While Tomba is on top of an enemy biting them, 
® Button to jump while holding the 
enemy. While in the air, Tomba can throw the 
enemy by holding down the Directional Buttons and 
—pressing either the (8> or © Button. 






Hang 

While jumping, if Tomba’s hands touch the top edge of a wall oh 
a branch, Tomba will hang on to it. To pull up on top of a wall 
while hanging, press the ^ Directional Button or the g) Button, 

Swing 

From a tree branch, hold down the Directional Button in the 
direction Tomba is facing to accelerate and begin the swing. 
Use the opposite Directional Button to decelerate and change 
directions. 

Jump while swinging 

Hold the Directional Buttons in the direction you wish to jump 
and then press the (g) Button to swing and jump in the desired 
direction. The direction that you are pressing on the Directional 
Buttons determines which way you jump, not the timing. The 
distance of your jump depends on your rotation speed. 

Cling to the side of a wall 

Tomba can jump onto the side of a wall and cling to it. While 
clinging to a wall, you can climb up or down by pressing the 
^ or ^ Directional Buttons. 

Cling to pillars and tree trunks 

Press the ^ or ^ Directional Buttons to climb up or 
down. While clinging, you can still attack by using the VrfljS/ 
© Button and the ^ or -> Directional Buttons will 
swing Tomba around to the other side of a pillar or trunk. Q 


13 
























































The islands on which Tomba’s adventure takes place are made up of these inter¬ 
connected sections. The sections are not connected with one single road, but can 
be accessed from various routes. The sections are further divided into areas. 


Types of Sections and Their Characteristics 

There are various types of sections that affect how the game is played. Below 
are the different types of sections. Please see page 10 for information on the 
specific controls in each type of section. 


1. Action Section 

The action section is the most standard type in this game. For the 
most part, Tomba is controlled from a side view and the game is 
played focusing on jumping, biting, using items and attacking. 


2. Town Section 

The town section is played from an isometric view (looking 
ctown diagonally from above). No enemies appear in the town 
section and the focus of the game is on conversing with the 
characters in the towns. 


3. Miscellaneous SiKtkHt 

There are a few special sections, like racing. The 
controls for these sections are explained at that 
point during the game. 


Foreground and Background of the Screen 

In the action sections of Tomba!, there are areas located in the background of the 
screen that Tomba can reach, Tomba can move into the background or toward the 
foreground at certain places in an area. 

Jump into the background 

(background jump) 

If there Is a wall or something you can cling to in the background of the screen, 
hold the ^ Directional Button and then press the (g) Button. Tomba will Jump into 
the background and cling to the wall. Tomba can then explore the background 
area of the screen. 

Jump into the foreground 

(foreground jump) 

If you are in the background of the screen, you can return to the 
foreground by holding the ^ Directional Button and then 
pressing the ® Button. Normally, this can only be done on top 
of a wall where you are able to jump into the background. 


Walking into the background 



In the Haunted Mansion section, there are some places where there is a 
path leading into the background of the screen. You can rotate the 
screen and walk down the path by pressing the ^ Directional Button in 
front of the weawhene you s^ the path leading into the background. 










:■.. fflBKIOQS 

Game Screen 

On the same screen there are several displays that show your current 
vitality, adventure points, number of lives, experience sause, and the 
currently equipped weapon. , 


Vitality — 

The number in the middle and the yellow bars indi¬ 
cate Tomba’s current vitality. If Tomba receives dam¬ 
age by being hit by an enemy, landing in water, or 
touching sharp surfaces Tomba loses one vitality 
point. When Tomba has no vitality points left he 
loses one life. Eating fruit and other actions can 
restore Tomba’s vitality, Tomba starts the game with 
a maximum of four vitality points. 


A. 



Number of Lives 

When Tomba loses all of his vitality or falls into a bottomless hole, 
Tomba loses one life. When ail of Tomba’s lives are gone, the game is 
over. Be careful, when you save your progress to the Memory Card, 
the number of lives that Tomba has remaining is also saved. Be sure 
„ to have ample lives remaining when you save your game. 



Current weapon 

The weapon that Tomba is currently equipped with 


^ Adventure Points (AP) 

When Tomba completes an action or 
defeats an enemy he receives Adventure 
Points, Certain Events and chests cannot be 
completed or opened unless Tomba has 
acquired a certain number of Adventure 
Points. 


Experience Gauge 


Every time Tomba jumps onto an enemy and bites them he will 
receive one experience point. When Tomba bites an enemy, the 
experience points gauge is displayed. 
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In-game Menu 

When you push the Select Button during the game, the In-game Menu is displayed. You can to go to Uto Itwn Screen, Event 

Screen, Status Screen, and the Map Screen. Use the Directional Buttons to select the menu item and the ^ Button to chor^ the 
menu item, “nie Select and © Buttons will resume the game. 


On the itenn screen, all of the items that Tomba has collected so far are displayed. 
In Tomba, there are five different types of items. 


• Nwmal items (black letters) 

Items that can be used in response to any situation. 

• Event items (blue letters) Items that can only 
be used at certain locations and situations. 

• Permanent items (red letters) Items such as keys. 

Once a permanent item is acquired, you are automat¬ 
ically equipped with it. 

• Equipment Items (green letters) Special equip 
ment that increases Tomba’s abilities. 

• Weapon item (green letters) Weapons that can be used to easck the enemy. 

From the menu on the left of the Item Screen, select whether you would like to use 
an item, view an item, or sort the items. 


fl Telescope 
<Q hanrs 

B ICO '/cor 01 fj Kc/ 

ifl ttcdgKi 
B Aaraaf hoiits 


• Use Item Select "U^ Item” to use orequip a particular item. Move the 
cursor with the Directional Buttons and press the ® Button to use or 
equip the desired item. To view more items, press the 


Buttons to view the next page of 
items. Equipped items will have an "E" displayed in front 
of the item icon. 

• View Select "View" to receive more information about an t 
item. Move the cursor with the Directional Buttons and 
press the ® Button to view the desired item. 

• Sort Select "Sort" to organize all of the items on the item 
screen. Select “Sort" repeatedly to change the order. 

Event Screen 

The event screen displays all of the events that Tomba 
has discovered or completed. Discovered events are PQjyR 
displayed in red while completed events are displayed 
in black with an icon on the left side. 





i <5r(indp<.i's Brnrcifit 

Clear the Fog 
The 100 Year Old Wise Man 
^ Inside the Kokka Eggs 
Tale of the Evil Pigs 
Beginner’s t>varf Language 
.S>!V(2 thi’ Dvorvffs 
1 A Lost Ch\ Id 
’ 1/ 15 m4 


view Select "View” to receive more information .S>!V(2 thi’ Dvorvi?s 

. , . , A Lost Child 

about an event, Move the cursorwith the Directional eSw 
Buttons and press the ® Button to view the desired 

event. To view more events, press the ^ or -♦ Directional Buttons to show 
the next page of events. 

Number of events In the bottom left corner of the Event Screen, the total 
number of events discovered and the total number of events com¬ 
pleted are displayed. Discovered events are displayed on the right 
while completed events are displayed on the left. ' 
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Status Screen 

The status screen contains valuable information about Tomba's development 
throughout the game. The status screen is comprised of the experience windov\r, 
status window, ability window, and location window. 


Ability Window 



1 .. 

.'.. 1 

^9 




• Experience Window 

Tomba is bom with several instinctive survival abilities. There are three separate 
survival abilities displayed by the three different experience meters (purple, 
green, and blue). Tomba gains experience for a certain ability every time he 
bites an enemy. Once an experience meter reaches the 10th level, one of 
Tomba's special survival abilities will be available. However, there are other 
conditions necessary to also make the survival abilities bloom. 


• Status Window 

The status window displays Tomba’s current status and condition. 
The vitality, Adventure Points (AP), number of lives, and condition 
are displayed in this window. Tomba's condition lists any abnormal 
status, such as "Laughing", "Crying", or "Normal". 




Ability Window \ ( fik | 

During Tomba's adventure, Tomba will learn various yvJ 

abilities to help him complete his quest. Any special 
abilities that Tomba has learned will be listed in this / 

window(forexample, "Dwarf Language,” "Swim"). I 

Location Window 

The Location Window displays the name of the area (top) and section 
(bottom) in which Tomba is currently located. 

Map Screen 

The map screen displays a map of 
Tomba's world. Select "Map" and press 
the (H) Button in order to view the dif¬ 
ferent Section and Area names on the 
map. Only the places which Tomba has 
visited are displayed on the map. 
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The moi impo^ira part of playing “Tomba!" are the -Events.' Tl^ Wilt only 
progresses clear events, it will not progress.^fnply by going forward. When 
Tomba ditoSvers an event, the Event Cubes are diplayed on the'scTewt! 

/ . T ' - ^ 

• The^vent Name is the hint The Event Name is not only ttie naitie pf the 
evqit, but is also basic.^ important informatibo to help you cfarihe «(<ent 
Consider it thgjw^Rfy. 

Event Example 

Coi^ersation ¥rith the y Weptfs 

onl^BdwiSur^" I The Safari Adventurer jumps down'to#eet TOrfibaT 
Tomba listens to what he hK to say. T^’can t go any 
further. The f(% is too thick and you cent see a thmg. IF only 
there vyas something to blow the fog away^" 


Oisirtayt Ctear the ft>g 

Ignoring the Adventurer’s warning, Tomba starts to climb up the structure; However, 
he encounters a thick white blanket of fog and he cannot advance any'further. 
"I have to find something to,bfciwaw^ this fcgi" -, ., 


' Rnd the furious tornado 

Tomba returns to the rr^lon at the beprming of the area and notices 
that there are leaves flying aound the mailbox in the background. "Perhaps 
there's something-windy in therel/Studying the area^ Torpbajunips^ 
onto the hut ne4 tiiis mailbCK, flips on top of the ti* md 



to 
















Weapons 

As the game begins, Tomba has a weapon called the "Blackjack". Vartcxis weapons 
will appear throughout the adventure. 

Blackjack A spiked Iron ball on a long rope. Tomba '5 grandfather 
Qd taught him how to use this weapon. You cannot defeat a Koma Pig with 
this alone. 


Qrapple By firing this into the terrain or at a ceiling, it will pierce the 
surface. Tomba can swing while hanging on to the Grapple. This weapon 
canrot harm any enemies. 


Wood Boofflerang ..'Tomba can throw just one of these at a time. 
It hits the enemy and then flies back to Tomba’s hand. 


Stofie Booffioans Tomba can throw two of these at a time. Its flying 
distance aid stacking power is greater than the wooden boomerang. 


There are many other mysterious weapons and items that Tomba 
does not know abojt yet. 


Item Name 

Type 

Description 

Charity Wings 

Normal 

Instantly travel to places you’ve already visited. 

Healing Mushroom 

Normal 

Cures any “laughing” or “crying” fits. 

Lunch Box 

Normal 

Restores your vitality slightly. 

lOO-Year-Old Bell 

Permanent 

Brings you to the 100 Year Old Man at anytime. 

m-Year-Old Key 

Permanent 

Opens the 100 Year Old Treasure Chests. 

1,000-Year-0ldKey 

Permanent ' 

Opens the 1,000 Year Old Treasure Chests. 

Jumping Pants 

Equipment 

Lifter pants that allow Tomba to move faster. 

Funky Parasol 

Equipment 

Slows down Tomba's descent when he is falling. 

Fire Cr^tal 

Equipment 

A mysterious purple crystal. Perhaps It contains 
a hidden ability. 

Water Crystal 

Equipment 

A mysterious blue crystal. 

Wind Crystal 

Equipment 

A rhysterious green crystal. 

Chick 

Event 

A small Cute chick...someone is trying to save them. 

Frog 

Event 

He's tr^ng to find his way home. 

Bananas 

Event 

Delicious looking bananas that are very 
hard to resist for people who like bananas. 


Furious Tornado 


Event 


A roaring tornado that iooks tike it witi 
blow away anything. 

















Koma Pigs 

Subordinates of the Evil Pias that rule this world. They love to play 
pranks and are deceptively clever, but are somewhat lacking in 
common sense. 


Kokka Birds 

Monster birds with large wings and red bodies. They bring "eggs" 
to the 'Village of All Beginnings" and protect them with great care. 
You'll have a difficult time escaping if you get caught in those 
sharp pointy claws. 


Yan of the Hidden Village 

It is said that there is a Hidden Village located somewhere...well 
it’s hidden. Van is a resident of this village and he loves to play 
hide and ^ seek. If you are able to find him, he should tell you 
various nuggets of \aluable infcxmation. 




Needlegator 

An enormous alligator wearing a shell. The shell is hard and has 
many thorns. First tty to remove the shell, and then attack! 

Charles 

A little mischievous monkey. He will teach you tricks and help you 
out with your adventure. Of course, nothing is free. You may be 
able to find him just by looking to the trees above the regular path. 

Dwarves 

A gentle tribe living in the depths of the forest, the dwarves are 
good people with small bodies and honest personalities. The trouble 
is that Tomba does not understand the language of the dwarves. 
It may be necessary to somehow learn the dwarves' language. 








